CLAIMS: 

What is claimed is: 

1 . A method of communication in a gaming network having a central server linked to a 
plurality of gaming terminals, the method comprising: 

receiving a primary event message in a routing queue of the central server; 
processing the primary event message to identify a first application queue associated with 
the primary event message using an association data structure; and 

transmitting the primary event message to the first application queue. 

2. The method of claim 1, further including: 

retrieving the primary event message fi-om the first appUcation queue with a first 
application; and 

processing the primary event message with the first application. 

3. The method of claim 2, fiuther including: 

generating a secondary event message firom the processing of the primary event message; 
transmitting the secondary event message to the routing queue; 

processing the secondary event message to identify a second application queue associated 
with the secondary event message using the association data structure; and 

transmitting the secondary event message to the second application queue. 

4. The method of claim 2, wherein the gaming network further includes executing the first 
application on a secondary server in communication with the central server. 

5. The method of claim 4, further including: 

generating a secondary event message from the processing of the primary event message; 
transmitting the secondary event message to the routing queue; 
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processing the secondary event message to identify a second application queue associated 
with the secondary event message using the association data structure; and 

transmitting the secondary event message to the second application queue. 

6. The method of claim 1, wherein the gaming terminal generates the primary event 
message. 

7. The method of claim 6, further comprising processing the secondary event message to 
identify the gaming terminal that generated the primary event message. 

8. A gaming network comprising: 

a gaming terminal for generating an event message; and 

a central server in communication with the gaming terminal, the central server having a 
pluraUty of application queues and a routing queue, the central server further having an 
association data structure for establishing a correspondence between the event message and at 
least one of the plurality of application queues, the central server further for receiving the event 
message in the routing queue, the association data structure for identifying at least one of the 
plurality of application queues corresponding with the event message, the central server further 
for transmitting the event message to the at least one appUcation queue identified by the 
association data structure. 

9. A method of communication in a gaming network having a central server linked to a 
plurality of gaming terminals, the method comprising: 

receiving a primary event message in the central server, the central server having an 
association data structure; 

processing the primary event message with the association data structure to identify at 
least one application requiring the primary event message; and 
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transmitting the primary event message to the at least one application. 
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